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DIGITAL CULTURE: SOCIAL ESSENCE
AND COMMUNICATIONAL CONSTITUENTS

The purpose of the work is to study the concept of digital culture, scientifically substantiate and analyze its
basic components. Methodology. The research uses general scientific methods of comparison, analysis and synthesis,
namely: in the process of working out the domestic and foreign source base on the formation and development of digital
culture, with the empirical comparison of scientific approaches for the separation of components of digital culture. Scien-
tific novelty consists in the analysis of the concept of “digital culture” as a mass phenomenon, its components and mani-
festations on the basis of analysis of domestic and foreign experience. Conclusions. Today's digital culture is becoming
a factor that increasingly affects social and professional mobility and as a result significantly changes the behavior model
of the modern generation. Digital technologies development coses transformations in traditional cultural areas, which
leads to a change in the social outlook and a revaluation of values. The term “digital culture” may have a slightly different
load: in the context of professional activity, it often refers to the ability of a person to apply their digital knowledge and
skills (competencies); in the context of everyday communication it means a harmonious combination of the digital world
and classical approaches to understanding the culture of behavior.
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Kapnenko OnekcaHOp BaneHmuHoeu4, JOKmMop Hayk 3 0epxagHo20 yrpaseriiHHs, 3asidysay kaghedpu iHgo-
pmauitGHol nonimuku ma yughposux mexHosoeili HayioHanbHoi akademii depxxaeHozo yrpaerniHHA npu [pe3udeHmosi
YkpaiHu, Hamecmuik Bikmopiss BacunieHa, kaHOudam Hayk 3 0epxaeHO20 yrpassiiHHsA, doueHm kaghedpu iHghopma-
uitiHoi nonimuku ma yughposux mexHonoeaiti HauioHansHoi akademii OepxxagHo20 yripasriHHA npu lNpe3udeHmosi YkpaiHu.

LincppoBa KynbTypa: couianbHa CyTHiCTb Ta KOMYHiIKaTUBHi CKNaaoBi

MeTa nonsrae y AocnigXeHHi NOHATTS UMApPOBOI KynbTypu, HaykoBOMy OOGIrpyHTyBaHHI Ta aHanisi ii 6a3oBux
cknagosux. Metogonorif. Y gocnigXeHHi BUKOPUCTAHO 3ararnbHOHAYKOBI METOAM MOPIBHSHHS, aHanidy Ta CUHTe3y, a
came: B Mpoueci onpauioBaHHSA BiTYM3HAHOI i 3apybibkHOT AxepenbHoi 6a3mn woao hopMyBaHHS Ta pO3BUTKY LiMAPOBOI
KynbTypy, B €MMNipU4HOMY CMiBCTABMEHHI HAyKOBKX NiAXOAiB ANs BUOKPEMIIEHHS CKNadoBux LudpoBoi KynbTypu. Hay-
KOBa HOBU3Ha MNonsrae B aHanisi NOHATTA LUMAPOBOI KyNbTypy K MacoBOro SBMLLA, NOr0 CKIagoBMX Ta NPOSBIB HA OC-
HOBI aHanisy BiTYM3HAHOro Ta 3apybikHoro gocsigy. BucHoBku. LindpoBa KynbTypa CbOrofHi ctae hakTopom, SKvn
BMIIMBAE Ha coujianbHO-Npodeciivy MOBINBHICTb i B pe3ynbTaTi iCTOTHO 3MiHIOE MOAENb NOBEAIHKN Cy4aCHOro MOKOMiHHS.
Mig BNNMBOM pPO3BMTKY LMPOBUX TEXHONOr TPaHCOPMYHOTLCA TpaaWLiviHi KynbTypHi cdepu, WO Npu3BOAUTL OO0
3MiHW CYCNiNbHOro CBITOMMSAAY Ta NEPEOLiHKN LiHHOCTEN. 3HAaYeHHs1 TepMiHa “LUMdpoBa KynbTypa” MOXe MaTtu pi3He CMu-
CNnoBe HaBaHTaXeHHs, 0AHaK B KOHTEKCTi NpodecinHol AiSnbHOCTI Le BigHOCUTLCA OO0 30aTHOCTI N0ANHM 3aCcTOCOBYBaTH
CBOI LMPPOBI 3HAHHSA, YMiHHSI Ta HaBUYKU (KOMMETEHLLiT); B KOHTEKCTi NOBCAKAEHHOT KOMYHiKaLii — e rapMoHiiHe noea-
HaHHSA UMPOBOro CBITY Ta KracM4HUX NiAXOAIB A0 PO3YMIHHS KyNbTypy NOBEAIHKN.

KntoyoBi cnosa: uMgppose cycninbCcTBo, LMdpoBa KynbTypa, UMPOBI TpaHcopmauii.

KapneHko AnekcaHOp BaneHmuHoeu4, OOKMOp Hayk eocydapcmeeHHOo20 yrnpaessieHus, 3asedyowuli
KkagheOpoli UHOPMayUOHHOU MOAUMUKU U Yugposbix mexHonoauli HayuoHansHoU akademuu eocydapCmeeHHO20
ynpasneHus nipu lNpesudeHme YkpauHbl, HamecmHuk Bukmopusi BacunbegHa, kaHOuOam Hayk 20cy0apCmeeHHO20
ynpaserneHusi, doueHm Kaghedpbl UHGHOPMaUUOHHOU MOAUMUKU U Uugposbix mexHonoaul HayuoHanbHolU akademuu
2ocyfdapcmeeHH020 yrpasrieHusi npu lpe3udeHme YKpauHsbl.

LUndpoBas KynbTypa: counanbHas CyLWHOCTb U KOMMYHUKaTMBHbIE COCTaBnsioLme

Llenb paboTbl 3aknioyaeTcs B nccnefoBaHUM NOHATUS LMAPOBOM KynbTypbl, HAY4YHOM 060CHOBaHUM U aHanuse
ee 6asoBbix cocTaBnsowmx. MeTogonorus. B nccnegosaHuy ncnonb3oBaHbl 06LeHayYHble MeTOAbI CpaBHEHWS], aHa-
1M3a 1 CMHTe3a, a UMEHHO: B npolecce 06paboTkM OTeYeCTBEHHbIX U 3apybexHbIX NMTepaTypHbIX MCTOYHWUKOB B cdepe
(HOPMMPOBaHNA U Pa3BUTUS LMGPOBOIN KYNbTypbl, NPY SMNMPUYECKOM COMOCTaBEHUM HAYYHbIX NMOAXOAO0B AN onpeae-
NEeHUs COCTaBMALNX LMPOBON KynbTypbl. Hay4yHasi HOBM3Ha 3aKno4aeTcsl B aHanmse noHATUS LUMdpPOBON KynbTypbl
KaK MaccoOBOro SIBNIEHUS, €ro COCTaBALLMX U MPOSBIIEHUI HA OCHOBE aHann3a OTe4eCTBEHHOIO 1 3apybexxHoro onbiTa.
BbiBoabl. Lindposas KynbTypa cerofHsi CTaHOBUTCA PaKTOPOM, KOTOPLIN BMUSIET Ha couuanbHO-NpodeccnoHansHyo
MOOUIBHOCTb, B pe3ynbTaTte CyLLEeCTBEHHO MEHAET MoA€erNb NOBeAeHNss COBPEMEHHOTO nokonexus. MNoa BnvsHweM pas-
BUTUS LMEPOBBLIX TEXHOMOMUIA TPaAHCOPMUPYIOTCA TPaAULMOHHBLIE KyNbTypHble cchepbl, YTO MPUBOAUT K U3MEHEHUIO
06LLECTBEHHOrO MUPOBO33PEHNS U MepeoLeHKe LMHHOCTEN. 3HavyeHe TepMuHa “umdpoBas KynbTypa’ MOXET UMeTb
pasHyl0 CMUCITOBYHO HarpysKy: B KOHTEKCTE NpOdeCCMOHanbHOW AEeATENbHOCTU OH YacTO OTHOCUTCS K CMOCOGHOCTU Ye-
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noBeka NpYMEHsTb CBOU LipOBbIe 3HAHUS, YMEHUS U HABbIKW (KOMMETEHLMM); B KOHTEKCTE NOBCEAHEBHOW KOMMYHUKa-
LMK — 3TO rapMOHWYHOE COoYeTaHue LUdpoBOro M1Upa v KNaccuyeckux NoaxoAoB K MOHMMaHUIO KyTbTypbl NOBEAEHNS.
KnioueBble cnoea: LudpoBoe o6LLecTBO, LndpoBas KynbTypa, LU poBbie TpaHchopMaLmu.

Introduction. Modern society is becoming more and more dependent on digital technologies every
day. There is a “digital transition” from systems and processes of the industrial economy and the information
society to the “digital” economy and “digital” society. Such transformation leads to the emergence of new,
unique systems and processes that make up their new value entity.

Under the influence of digital transformations, the digitization of various spheres of human life
emerges a new type of social culture — digital culture.

Brief Literature Review. Vincent Miller's book “Understanding Digital Culture” is dedicated to the
study of digital culture, that successfully combine a nuanced theoretical understanding of the digital age with
empirical case studies of contemporary media culture. The scope of this book rang from questions of digital
inequality to emergent forms of cyberpolitics [9].

Among the foreign studies on digital culture is worth noting the book of Daniel Rowles and Thomas
Brown “Building Digital Culture. A Practical Guide to Successful Digital Transformation” aims to answer a
simple question: How can organizations succeed when the environment they operate in is changing so
quickly? The last thing businesses need today is a digital strategy. Instead, their strategy needs to be fit for
our fast-changing digital world, where businesses have more data than they know what to do with, a media
landscape that's exploded in size and complexity, the risk of a new disruption around every corner, and only
one certainty: that this change won't let up. [4].

The essence of the concept of digital culture was also explored by: Perkin Neil in the paper “What is
Digital Culture?” [3]; J.Sterne “Thinking the Internet: Cultural Studies versus the Millennium” [12]; D.Silver
“Looking Backwards, Looking forwards: Cyberculture Studies 1990-20007[11] etc.

G.Creeber and R.Martin analyze new media’s most important issues and debates in an accessible and
engaging text for newcomers to the field: from Facebook to the iPhone, from YouTube to Wikipedia, from
Grand Theft Auto to Second Life. The authors mentioned that with technological change continuing to unfold at
an incredible rate, Digital Cultures rounds-up major events in the media’s recent past to help develop a clear
understanding of the theoretical and practical debates that surround this emerging discipline [5].

In the domestic scientific research, the issue of digital culture is poorly investigated. Thus, digital cul-
ture as an educational phenomenon was investigated by L. Gavrilova and Y.Topolnik [5]. The issue of the
development of the digital culture of Ukrainian society was analyzed by A.Astafyev [1].

The development of digital culture in the context of public administration and administration has not
yet been considered.

Purpose of Article is to study the concept of digital culture, scientifically substantiate and analyze its
basic components.

Results (main material). The Digital Era is characterized by technology which increases the speed and
breadth of knowledge turnover within the economy and society. Evolutionary theory, as an explanation of the
system we live in, states that sustainability relies on knowledge turnover. In parts of the system which are rela-
tively stable, knowledge turnover is low, and new variation, when produced, is rarely retained. In other, less
stable parts of the system, faster knowledge turnover is advantageous as new knowledge is produced more
frequently allowing for adaptation to the changing surrounding environment. Mixing and matching rates of
knowledge turnover makes for a dynamic but ever-lasting world. The Digital Era can be seen as the develop-
ment of an evolutionary system in which knowledge turnover is not only very high, but also increasingly out of
the control of humans, making it a time in which our lives become more difficult to manage [7].

Today, digital technologies takt a leading role in our lives, since without a variety of gadgets, mobile
applications, social networks it is difficult to imagine a modern person, especially young person. Digital tech-
nologies greatly simplify day-to-day affairs, saves time and other resources. In accordance with digital tech-
nologies development, the level of citizen’s digital competence increases.

The European Commission annually analyzes the digital progress of the European Union countries
and publishes an appropriate report. For this, the Digital Economy and Society Index (DESI) is used — a
comprehensive indicator summarizing the relevant European digital performance indicators and interpreting
the progress of the EU member states in a digital format [8]. The study of digital progress is evaluated in a
set of five indicators: provision of communication (mobile communication and access to the Internet); the
level of digital skills of the citizens; level of Internet services useg; integration of digital technologies into
business; digital public services.

The rating of the best and the weakest EU countries by the digital skills indicator both in 2016 and
2017 are the same: the first five — Finland, Luxembourg, Great Britain, Sweden, Denmark; the last ones are
Italy, Cyprus, Greece, Bulgaria, Romania.

Analyzind the level of citizen’s digital skills, the following facts are interesting: 79% of EU citizens go
to the Internet every week, while 71% — every day; 63% of people with disabilities use the Internet every
week. Despite ongoing improvements, older people and low-income or low-income people continue to be at
risk of digital exclusion.

The number of non-Internet users continued to decline in 2016-2017, especially in Member States
with a high percentage of nonprofessional users. However, today, only 14% of the EU population has never
used the Internet;
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—in 2016, 37% of potential employees had insufficient digital skills. 11% had no digital skills at all
because they do not use the Internet;

—only a small percentage of Internet users in the EU have advanced digital skills, which are becom-
ing more and more critical to competition in the labor market. In 2016, 28% of European Internet users did
not have software skills [8].

Increasing the citizen’s digital skills level leads to the formation of a new “digital” type of behavior and
the emergence of a new type of culture — digital culture. Therefore, it is worth to examine in more detail the
essence of the digital culture’s notion.

Digital culture, by Daniel Rowles, goes beyond the day-to-day acts of doing digital work — it de-
scribes something broader and subtler than that. It involves the appreciation, the exploration and the shared
enjoyment of the various digital tools, environments and artefacts which inform and facilitate our work.

A flourishing digital culture is a tremendous asset to any digital marketing team, and can help facili-
tate everything from the ready acquisition of new digital skills amongst team members to the bettering of the
digital environment in which they work. A digital team without a true digital culture is like a film director who
never goes to the movies [1].

Neil Perkin claims that culture and behaviour are seen as greater potential barriers than knowledge
and understanding, talent, structures, funding and even technology infrastructure. Selecting adjectives to
describe the key characteristics of digital culture is arguably the easy part but since culture and behaviour so
fundamentally inform, shape, and influence working practices, strategies, orientation, actions, values ets.
The author offers his own list for what digital culture really means:

— Agile and responsive (how organisational agility is about more than just speed, it's about manoeu-
vrability and responsiveness. This means an orientation towards greater experimentation, test and learn, a
boldness and a less risk averse culture, the ability to move quickly when necessary);

— Customer-centric (customer-centricity is as wide as it is deep, and should be reflected in strate-
gies, processes, and structures but more than anything it should be embedded in the culture);

— Commercially focused (digital culture is results oriented, quick to explore, determine and assess
opportunity, ready to disengage from existing advantage);

— Visionary (characterised by a compelling common purpose that is well understood);

— Technology-literate (a culture that is founded on comprehensive technology-literacy whilst support-
ing an optimal balance of generalist and specialist expertise, technology as enabler, greater trust and flexibil-
ity in technology (less lock-down);

— Flexible and adaptive (a willingness to change and flex, the kind of adaptability that builds resili-
ence and momentum (antifragile), the environment to support greater fluidity, getting the balance right be-
tween vision and iteration);

— Networked (flow of fresh perspectives into the organisation, flow of data through APIs, openness
to utilise external resources and build off external capabilities, willingness and ability to capitalise on platform
business economics);

— Exploring and curious (digital culture is externally-facing, inquisitive, lateral-thinking, quick to ex-
plore technology and customer behaviour trends);

— Entrepreneurial and innovative (bias to action, restless, continuous and systematic rather than epi-
sodic innovation);

— Open and transparent (a working environment characterised by high levels of trust, growth mind-
set, productive informality, psychological safety and openness);

— Collaboration and learning (a culture that supports knowledge flow, continuous learning and ease
of multidisciplinary collaboration) [10].

Summarizing, we can definite “digital culture” as a way and manner of individual behavior, formed
under the influence of the digital society transformations, manifested in all aspects of life, changing the
worldview, transforming the basic socio-economic, political, spiritual and cultural representations, transform-
ing people to active participants in the processes of information development, transformation and exchange.

In addition, it should be noted that the term “digital culture” may have a slightly different load. If we are
talking about digital culture in the context of professional activity, then here most often refers to the ability of a per-
son to apply their digital knowledge and skills. Broader is the understanding of digital culture in the context of eve-
ryday communication through a variety of messengers, social networks, blogs, or forums. Here there is a harmo-
nious combination of the digital world and classical approaches to understanding the culture of behavior.

Culture of virtual communication as component of digital culture deserves for a special attention. If de-
sired, holding a smartphone in your hands today, you can communicate only with emoticons, because there are
a lot of graphic characters that are usually used to emphasize your emotions during communication.

The most famous element of the mass digital culture that arose with the spread of the Internet
among the general population is a smile — a schematic human face image used to transmit emotions. The
first smile was offered in 1982 by American computer scientist Scott Falman. It is well-known that a smile can
consist of a characters variety, such as the alphabet letters, punctuation marks, and various service symbols.
Special spread of emoticons acquired with the proliferation of smartphones, which are widely used by users
for messaging. Today, emoticons are an irreplaceable means of transmitting emotions in virtual communica-
tion, as the interlocutor perceives the smile as a real smiling face. With the help of emoticons, the interlocu-
tors contribute to the correct assessment of information.

Gif-animation, Stikers, Emoji — all these are modern manifestations of first emoticons under the influ-
ence of the Internet users demand. It is also worth to note that users often resort to emoticons in order to
save space when the number of characters in a text message is limited.
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The development of digital technologies gives impetus to the emergence of new opportunities in dif-
ferent cultural spheres. Modern gadgets allow to transfare books into an electronic or audio format, which
greatly simplifies access to literature and improves readability (listening).

Digitalization coses the rapid developmentof photography art. This is not just about the use of power-
ful digital photographers and photo processing software by professional photographers. Such phenomenon
as a “sephi” took a considerable part in virtual communication, although it is quite controversial in terms of
the culture of education and ethics.

Significant improvements are also made in cinematography and video clips creation. Again, this is
not just about professional activity. Today, in social networks, users have the opportunity to post videoshot
with gadgets or smartphones, to conduct so-called “streams” or live reporting from the scene.

Scientific novelty consists in the analysis of the concept of “digital culture” as a mass phenomenon,
its components and manifestations on the basis of analysis of domestic and foreign experience.

Conclusions. Today's digital culture is becoming a factor that increasingly affects social and profes-
sional mobility and as a result significantly changes the behavior model of the modern generation. Digital
technologies development coses transformations in traditional cultural areas, which leads to a change in the
social outlook and revaluation of values. Such transformations are often debatable in terms of moral and eth-
ical approaches, but they are a manifestation of a contemporary cultural present that can not be ignored.

It was proposed to definite “digital culture” as a way and manner of individual behavior, formed under
the influence of the digital society transformations, manifested in all aspects of life, changing the worldview,
transforming the basic socio-economic, political, spiritual and cultural representations, transforming people to
active participants in the processes of information development, transformation and exchange.

Also, it was noted that the term “digital culture” may have a slightly different load: in the context of
professional activity, it often refers to the ability of a person to apply their digital knowledge and skills; in the
context of everyday communication it means a harmonious combination of the digital world and classical ap-
proaches to understanding the culture of behavior.
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